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The struggles I'm facing 
The chances I'm taking 
Sometimes might knock me down but 
 
No I'm not breaking 
I may not know it 
But these are the moments that 
I'm going to remember most yeah 
Just got to keep going 
 
And I 
I gotta be strong 
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“PEMBUATAN INTERACTIVE MULTIMEDIA STORYTELLING: 
SERBA SERBI COVID-19” 
 
Oleh: 
Anastasya Indra Safira 
Serve acute respiratory syndrome coronavirus 2 (SARS-CoV-1) atau 
dikenal dengan virus corona merupakan jenis baru dari coronavirus yang biasa 
disebut dengan penyakit COVID-19. Virus ini pertama kali muncul di kota Wuhan, 
Cina pada akhir Desember 2019 dan menyebar hingga keseluruh dunia. Pandemi 
COVID-19 sudah mulai di Indonesia pada 2 Maret 2020 di Depok. Munculnya virus 
ini banyak memberikan dampak, tidak hanya berdampak pada kesehatan 
masyarakat. Virus ini berdampak pada berbagai sektor seperti sektor perekonomian, 
pariwisata, dan masih banyak lagi. Melalui karya ini penulis akan membahas 
tentang COVID-19 mulai dari hal-hal dasar yang perlu diketahui tentang COVID- 
19 hingga cerita masyarakat yang terdampak dari pandemi ini. Karya ini termasuk 
dalam interactive multimedia storytelling yang memiliki berbagai elemen 
multimedia seperti foto, audio, video, dan grafis serta terdapat interaktifitas yang 
dibuat semenarik mungkin. Karya ini diharapkan dapat memberikan edukasi dan 










"MAKING INTERACTIVE MULTIMEDIA STORYTELLING: 
SERBA SERBI COVID-19" 
By: 
Anastasya Indra Safira 
Acute acute respiratory syndrome coronavirus 2 (SARS-CoV-1) or known as the 
corona virus is a new type of coronavirus commonly referred to as COVID-19 
disease. This virus first appeared in the city of Wuhan, China at the end of 
December 2019 and spread throughout the world. The COVID-19 pandemic began 
in Indonesia on March 2, 2020 in Depok. The emergence of this virus has many 
impacts, not only have an impact on public health. This virus affects various sectors 
such as the economic sector, tourism, and many more. Through this work the author 
will discuss COVID-19 starting from the basic things that need to be known about 
COVID-19 to the stories of people affected by this pandemic. This work is included 
in interactive multimedia storytelling which has various multimedia elements such 
as photos, audio, video and graphics and there is interactivity that is made as 
interesting as possible. This work is expected to provide education and information 
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